
Tactic Craft
Language-Driven Tactical Adaptation for StarCraft II
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Build order:

13  0:12  Overlord
16  0:45  Hatchery
18  1:06  Spawning Pool
18 1:11  Queen X2  
……
60  4:15   Lair

Human experts 
summarize strategy 
names：
0. Unclassified Strategy
1. Standard Roach-
based Strategy
……
8. Early/Mid-early Game 
All-in/Rush Strategy

Replay Name : xxxxxxxxxxx
Tactic tensor:[0.1,0.8,…,0.1]
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Replay Name : xxxxxxxxxxx
Tactic tensor:[0.1,0.8,…,0.2]
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Build orders: 3 bases Zergling baneling 

pressure and transfer to Roaches 
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Build orders: 3 bases +1  Zergling

Rush 

Quick 
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Zergling 

Rush



Build orders: 2 bases 

Mutalisk

2 bases

Quick Lair

Mutalisk 

harassment

Use all resources to build Mutalisk
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